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skills in lilt; 


As the jam min' skateboarder you know you are. you've got 

toughest course any skateboarder has ever seen. You start off with a hundred bucks in 

your pocket, your trusty skateboard, and the awesome moves you've learned along the 
way, Find your way arouno the park 



dodging kamikaze cars, looney thugs and killer 


bees. You’ve only got a short amount of time to work your way through each one of the 


four levels, or classes, of difficulty. Show off your hot moves 


I 



rack up points to earn 



to the parks. If you're lucky, 



'em up. You 
hot equipment. 



you 


I 




to get 



might find some loose bills lying around. Scoop 
dough to buy those cool duds and some of that 


CONTROL PAD 



BUTTON 



BUTTON 


SELECT BUTTON 


START BUTTON 
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from (he Demo. 



even; tickets; rack up points to earn 
the events you'It earn cash and bonus points, as 





do well rn 
as the chance at a bronze, silver 


or gold medal 
Park. 



Lo buy better equipment in the shops, located in 



Main 



to the next class, you'll have to earn more points to get more event 


tickets and even better equipment. 

will become more and more difficult. 



, the 













Press UP. DOWN, LEfT and RIGHT on the Control Pad to skate in that direction. To jump 
as you skate, press the A Button. To skate diagonally, press the Control Pad in that 
direction (for instance, press UP/RIGHT to skate up and to the right). To pause the 
game, press the Start Button; press Start again to resume play. 



As you skate around the Main Park, watch out for cars tearing through the streets, 

tough looking thugs, motorcycle maniacs, and frisbe&throwing freaks. Vou may also 

across dollar hills lying in (he street; pick them up by skating over them (finders 

. Score points by jumping over water and off of ramps, and by performing 
mid-air spins. 


run 



In addition to the four event parks, there are four shops in the Main Park where you can 
buy helmets, shoes, pads and skateboards. Any money you find on the street or earn in 
the events can be used to buy new equipment. If you get lost, skate around until you find 
one of the Map Stations marked by the word ‘‘MAP" on the sidewalk. When you skate 
over the Map Station a map of the Main Park will appear on the screen, showing your 
locatson and the location of the shops and events. The game timer pauses while the map 
is displayed. Press any button to return to the game. 








A Status Panel in the upper left comer of the screen shows the time bar, points earned, 
cash, event tickets, and equipment 



POINTS 








EVENT TICKETS 

You have three event tickets at the beginning of the gome; earn extra event tickets by 
scoring points (the number of points needed to earn the next ticket will be displayed at 
the bottom of the event screen). 




Wanna know how to do those rad jumps and spins, including the awesome 720°? Just 


hold down the A Button and press UP, DOWN, RIGHT, or LEFT on the Control Pad. 



doesn 



matter 



direction you press, as 



as it's different from the 



you’re heading. When you're 



to land, make sure that you’re heading in the same 


direction as 



you staffed your jump. The more you spin, the more points you earn 


1 Spin: IDO Points 

2 Spins: 200 Points 

3 Spins: 300 Points 

4 Spins: 400 Points 







SKATEBOARD SHOP 

Buy a hot skateboard that lets you jump higher and score more points, 

HELMET SHOP 

With a new helmet, you'll be well protected when you fall and it won't take you so long 
to recover from bumps and bruises. 
















There are four events which 




complete 



you can move on to 




c 



the Downhill, Slalom, Jump and 



Each event 



re$ one ticket to play. 


You sLart off with 



three tickets, and 



to score points to cam the fourth one. 


The number of points needed to earn the next ticket is displayed at the 



of the 


event screen 


a 


You must complete 



event in a limited amount of time. In the Downhill, 



and 



events, tear through the course as 



as you 



for the 



number 


Of points. Don’t fall down, or you 



lose 




that will cost you bonus 


points and cash 
the time allowed. 



the 



event, 



off as many of your moves as 



can in 


Once you complete an event, your score plus any bonus points or medals will be dis¬ 
played. Afterward, the Medal Table will appear showing the events you have completed 

and vour performance in each event. Press the any button to return to the Main Park. 


DOWNHILL 

This event is filled with hairpin curves, in a course built ori stilts over water. As you 
skate downhill you must lump from one section of the course to the next without miss- 

I a. % p .’"mi a 
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^ turn. Arrows at the end of each ramp section tell you which way the course is 
gomg to turn. As you sail off the end of one ramp, turn in the direction of the next ramp 
to land. If you think you’re good enough, tty a spin or two for extra points. The number 
ot points needed for the next event ticket is show at the bottom of the screen, An indi¬ 
cator bar at the top of the screen shows the time remaining, and whether you're eligible 
for a bronze, silver, or gold medal. The lime bar starts off in the "goJd" range ("G"), and 
gradually decreases to "silver ("S"), "bronze("B"), and then no medal at all, 


SLALOM 

F.y down a fiag-filled course built over water, weaving your way through a series of 
gates. You most go through ail the gales (that is, between each set of flags! to win the 
event. Evesy time you go through a gate, the flags change color and time is added to the 
clock, if you pass through a gate correctly, the flags will turn yellow. If you miss a gate 
and pass through the next one, the dags of the gate you missed wilt turn blue. If you go 
through a gate in the wrong direction (upward), those flags wilt turn blue, More time is 
added to the clock for yellow flags than for blue ones, The number of points needed for 
t'ie next event ticket is shown at the bottom of the screen. An indicator bar at the top 
of the screen shows the time remaining, and whether you're eligible for 


or gold medal. 


a bronze, silver 


JUMP 

You’ll need quick reflexes and a great sense of timing to get through this course. As you 
Speed down Lite ramps, watch out for water hazards at the bottom. When you roach the 
end of one ramp, press the A Button to jump to the next one. if you,land successfully r> 





RAMP 

Ready to lame the wild concrete tidal wave? You have only a short time to get as many 

as you can by showing off your awesome moves. As you skate up the side of the 

„ r . ..!«■ 1 1 % U , . ‘ ~ 1 " • I 4 „ , \ I I ha ■ ‘ , r ' ' "V , 1 - * JB 3 ; j 

ramp, prepare to soar through the air and twist around for a perfect spin or a cool hand¬ 



stand—this is 



you show 




pears at the bottom of the screen, along 



you ve really got. A countdown timer ap- 
the number of points needed for the next 


event ticket. An indicator bar at 
show if you're eligible for a 




top of the screen increases as you earn po 
silver, or 



to 




1 


Jumps 

You begirt in 
ramp; when 



Control 



center of the ramp, Press any 
reach the top, you'll jump 
in the direction you are 



to 



up the right side of the 




. To jump higher, press the 










Handstand 

Press any button to skate up the right side of the reimp. As you 
down the A Gut too and press the Control 
handstand on the top of the ramp. (Press 



the 



s 


hold 



and press RIGHT 
stand, continue 


direction. The 




in the direction you are moving to do a 
if you are on the left side of the ramp, 
are on the right side of the ramp.) To get down from the hand- 




down the 




and press 




Pad in the oppos 




you 



Ihe handstand, the more points you'd earn. Don't hold 



for too long, or you'll lose control and slide 



to the bottom 


S 


Slide 

Press 



button to skate up the ri 




of the ramp. As 



approach 



down the A Button and press the Control Pad toward the center of the ramp 


if you are on 



right side of the ramp, and press 



if you are on the 


top, hold 



LEFT 



side of 



the ramp.) Holding 
back and forth 

down the 
hold the 





Button 


r 



UP or 



on the Control Pad to 



the 



of the ramp. To gel 



from 



Slide, continue 





and press the Control 



away from the center of the ramp. Don't 



for too 



or you 


i 




awarded for the distance covered in 



control 

slide. 



end up at the bottom. Points are 


Skating Handstand 

If you're really daring, try a handstand on your skateboard. As you start down from the 
top of the ramp, hold down the A Button and press the Control Pad In the direction you 
are heading. (Press RICH f if you are heading right, and press LEFT if you are heading 
left.) To get down from the handstand, continue holding down the A Button and press 






this Control Part in trio opposite direction. You must get down from the handstand before 
you start heading up the other side of the ramp if you don't want to crash. Points are 
awarded for successfully completing the handstand. 



" Y aur score is h ‘S h enough, you will be allowed to enter your name into the high score 
idt'le after you lose your last life. Use the Control Pad to move the cursor, and press 

The A Button to select a letter. To erase a letter, select RUB. When you're finished en¬ 
tering your name, seiect OK, Your name will now appear on the top-ten high score table. 
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Min d seape Inc. warrants to the original purchaser of 

dium on which the Game Pak is recorded will be free from defects in material and work¬ 



manship for ninety 




from the date of purchase. Defective 



the purchaser during the ninety {90) day 



w 
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a returned by 

charge, pro¬ 


vided that the returned 

wear, 



have not been subjected to misuse, damage or excessive 


Return defective media to point of purchase. You must include a dated proof of pur¬ 
chase, a brief statement describing the defect, and your return address. 

Mindscape Inc. does not warrant that the Game Pak /rill meet the purchaser's specific 
requirements. ANY STATEMENTS MADE CONCERNING THE UTILITY OF THE GAME PAK 
ARE NOT TO BE CONSTRUED AS EXPRESS OR IMPLIED WARRANTIES. 

THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR WRITTEN, 

EXPRESS OR IMPLIED. ANY IMPLIED WARRANTIES, INCLUDING IMPLIED WARRANTIES 
OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE EXCLUDED, 

IN NO EVENT WILL MlNDSCAPE INC, BE LIABLE FOR INCIDENTAL OR CONSEQUENTIAL 
DAMAGES OF ANY KIND IN CONNECTION WITH THE GAME PAK. 

Some states do not allow the exclusion or limitation of incidental or consequential 
damages or limitations on how long an implied warranty lasts, so the above limitation 
or exclusion may not apply to you. This warranty gives you specific legal rights, and you 
may also have other rights which vaiy from state to state. Address all correspondence 
to: Mindscaoe Inc. P,0, Box 1167, Northbrook, IL 60065-1167. *,*«,• 






This equipment generates and uses radio frequency energy and if not installed and 
used properly, that is, in strict accordance with the manufacturer's instructions, may 
cause interference to radio and television reception, ft has been type tested and found 
to comply with tne limits tor a Class B computing device in accordance with the specifi¬ 
cations in Subpart J of Part 15 of FCC Rules, which are designed to provide reasonable 
protection against such interference in a residential installation. However, there is no 
guarantee that interference will not occur in a particular installation. If this equipment 

does cause interference to radio or television reception, which can be determined by 
turning the equipment off and on. the user is encouraged to try to correct the interfer¬ 
ence by one or more of the following measures: 

—Reorient the receiving antenna 
—Relocate the NES with respect to the receiver 
—Move the NES away from the receiver 

—Plug the NES into a different outlet so that computer and receiver are on different 

circuits. 

If necessaiy, the u^er should consult the dealer or an experienced radio/television tech¬ 
nician for additional suggestions. The user may find the following booklet prepared by 

the Federal Communications Commission helpful: 

How to Identify and Resolve Radio—TV Interference Problems. 

This booklet is available from the U.S, Government Printing Office, Washington, D.C. 

20402, Stock No. 004-000-00345-4. 
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